

Create Your World 


In ancient time*, the world was saved 

from destruction by sealing locations 
and events withm nr igitjl artifacts. 

Now, you have the chance to recreate 
this world as you desire by 
discovering artifacts, placing them, 
and ■ Coring the mysteries inside. 


and story 


Construct a unique world 
by carefully placing artifacts 


Explore areas m my order, encountering 

nearly 70 different gameplay scenarios 


m Battle enemies in teal-time with special 
fttac fcs and untomizabl ? controh 


Corrtrof every aspect of your new world 

raise faithful pet mo«t«% create powerful 

golinL forge mighty weapon*, and Itfin* 
mgjkal IntiWMnfts 

Adventure with «friend by hiving them 
import their Legend of Mana character from 
a MEMORY ( Aftfe or take control of ait NPC 
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WARNING: READ BEFORE USING YOUR PLAYSTATION " 1 GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen 
or while playing video games, including games played on the PlayStation game console, may 
induce an epileptic seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician prior to 
playing. If you experience any of the following symptoms while playing a video game - dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions - IMMEDIATELY discontinue use and consu t your physician before 
resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

* This compact disc is intended for use on y with the PlayStation game console. 

* Do not bend it, crush it, or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

* Be sure to take an occasional rest break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 
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LINK MARK! fHOWN ON RELATED PAGE1 

[f information in a section of this manual is related co other 
information listed or other pages; the link rcor shown below 
will appear next to the heading on the page, 

[Example! When the link mark to the eft is shown.' 
J i ' refer co the Battle System heading on page 16. 



WORLD ENCYCLOPEDIA#!: from 'THEBEGINNING' 


A twinkling consciousness became a star that sparkled in the night and banished the darkness. The Mana Goddess 
acquired consciousness by gating into the light of that sun. She made Fa'DieL a great land.' but so far an empty one. 


WORLD ENCYCLOPEDIA #18: frvn 'THE MAMA TREE' 


The Mana Tree sustained the bond between the world of humans ard of Faeries, Plants exist in both the human and Faerie 
dimensions. They absorb the M,ana of Fa'Diel and ne ease it into the atmosphere, Humar.s use trees for fuel and cools.' 
harnessing their power within inanimate objects, Faeries use the .Mara re eased by plants to mace Fa'Diel a better place. 


WORLD ENCYCLOPEDIA #12: From 'ARTIFICERS' 


There ware two types- of magical beings. One type was imbued with life. Another type had bidder powers. The latter were 
called artifacts. Artifacts had weaker magical powers than Eyes of Flame.- but were simpler to construct. Creating Eyes of 
Flame was fraught with accidents^ so making artifacts became the most popila - drd of magic. 





















GETTING STARTED 



Set up yotr PlayStation 5 garr? tor&c ? according to the instructions 
in its mstrucfcion manual. Make sure the power is off before 
inserting or ramming a compact disc. Insert the Legend of Man a' 
distr and cose the disc coven If continuing a previously saved 
gamer insert a MEMORY CARD with Legend of Maria saved data. 
When the power is turned ON/ the ooeniig denro will begin. The 
START button or © button can be pressed during the denro to 
advance to the Title Screen. After the opening demo is completed/ 
the screen wr I switch to the Tit e Screen. Select <NewGame> or 
<Lead Game> by pressing the directional burton UP/DOWN.' 
then press the © button to execute the selection. 


1* Select the main character's gender* 


Select whether the main character will be male or 
female by pressing the directional burton LEFT/RIGHT, 
Pressing the © button after se acting will execute the 
command. The events in the game ard story are not 
affected by che main characters gender. Press the 
® button to return to the Tit e Screen. 


STARTING A NEW GAME 

If playing the game for the first time,' select <New Game>, 


OPEN button 


disc cover 
RESET button 
POWER button 
POWER indicator — 
Controller port 1 — 
MEMORY CARD slot - 


Main Cta’acteri M.a e 


(Main Character! Female 


2 * Select the main character's Initial equipment 

After the main character has been se acted / select 
the initial equ : pment (weapon) tor the character, 
There are a total of 11 types of weapons. After 
macing a selection by pressing the directional 
burton UP/DOWN.' press the © burton to 
execute. Weapon techniques will differ depending 
on which weapon is selected. It is pessib e to 
purchase differenc types of weapons throughout 
the journey and to switch equ'pnent 



Knife 

Sword 

Axe 

2 H Sword 

2H Axe 

Hammer 

Spear 

Staff 

Glove 

Flail 

Bow 


Eouioped in each hand. Designed for dose combat, 
long,- one-harded weapon. Possible to equip a shield. 

One-handed weapon used by swinging down, Possible to equip a shield. 
Two-handed weauor with great destructive power. 

Two-handed weapon used by swinging down, 

Two-handed weapon used to attack by pounding. 

Two-handed weaoor. that is a basic p : arcing weapon, 

Two-handed weaoor with a long reach. 

Two-handed pounding weapon used in close combat, 

Two-handed weaoor capable of various attacks. 

Two-handed weapon capab eof Icng-rarge attacks, 



CONTROLS l.l 


V'rtien p ayirg the game with 2 players.' Toncrcllers must 
be inserted into both Controller ports 1 ard 2, 

The DUALS-HOCK' Analog Controller stick may be used 
only when the LED is lit,' but the vibration function can 
be used even when the LED is turned off. 

The vi brati on functic n can be turned G N/QFF by 
accessing the J (onfig‘ section of the Menu Screen. 

•If the L1/L2/R 1/R£ burtons a-e pressed at the same 
time as the START/SELECT buttons,' a SOFT RESET will be 
executed- and the game will return to the Legend of Mama: 
Title Screen, 


L2 button 
11 button 


directicnaf button 
left stick 
SELECT button 


FIELD KRIEN/TOWN MAP KREEN 

Character control ard infornartor gartering in Fields and towns. 

dir:-sMoral button 

Direct Character movement 

left stick 

Direct Character movement 

START button 

Display Menu Screen 

© button 

Talk.' inspect 

■® button 

Enable character to run when presses at 
the same time as the directional button 
or lehc stick 

® button 

Display Menu Screen 



R2 button 
R1 button 

A button 
O button 
X button 
□ button 
right stick 
START button 
ANALOG mode switch/ LED 


MENU ftREEN 

directional button 

Cursor movement 

left stick 

Cursor movement 

START button 

Recurr to Field Screen 

© button 

Execute 

■® button 

Cancel 

Rl button 

Skip ts the nexc screen 

LI button 

Skip ts the previous screen 


One 1 Han if Operation with 
the Analog -Controller 

When in batile,- the left stick 
on the Analog Controller has 
the sane function as the 
■directioral burton. Also/ 
pressing Hie lehc stick ir has 
the sane effect as pressing 
the © burton. Pressing the 
LI button while using the left 
stick will cause' rte cnaracfcer 
to run. 


WORLD MAP KREEN 

On the World Map/ lard creation and 

movement setween lands is possisle. 

directional button 

Cursor movement 

left stick 

Cursor movement 

SELECT button 

Display Help Screen 

© button 

Execute 

® button 

Cancel 

® button 

Artifact selection 

0 button 

Display Mara Level 


RING COMMAND SCREEN 

Ring commands are 

•displayed when using 

the den at home.' a _ 

the Corral.' or at the 

Workshops, 


dirc-rtior el button 

Switch ring commends 

left stick 

Switch ring commands 

© button 

Execute 

® button 

Cancel 

Rl button 

Switch ring commands 

LI button 

Switch ring commands 


BATTLE SCREEN 

Movement burtons curing batrte can be edi:ed 
in the Menu Screen. 


directional buttsn 
left itick 
START button 
© button 
® button 
® button 
0 button 
R1 button 
R2 button 
LI button 
L2 button 


■Character movement 
Character movement 
Pause 

Quick attack 
Ability 
Power Artack 
Ability 

Special Tennisue or Magic 
Special ledinkrue or Magic 
Special TEchnioue or Magic 
Special fEchnioue or Magic 
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4 - PARTY MEMBER CHARACTERS 







LARC 

A young dragoon with 
mteme feelings. His 
owr impulsiveness 
lead: hiiii irfa c.reat 
trouble. 


el Arm 

With piercing biue eyes aid a 
cape of san-rfj this knig.it of 
Jumi makes a stunning 
impression. He is on a mission 
along with Pearl fa find 
allies. (But for what?) 


Her? is 3 brief introduction to some cf the characters who will join you in your adventures. 


A ferrale dragoor in the 
service of the White 
Dragon, She has high 
expectations and hates fa 
compromise. 


An elf twin and the older 
sister of Bui. Lost both 
parents in a magic experiment 
gone awry. 5Sie keeps hEr 
father's brum as a memento. 


BUD 

Lisas younger brother, 

A playfal dii d and avid 
reader who idolizes 
magicians. He retains his 
rotter's frying nan as .1 
reminder of her. 


NICCOLO 

A merchant whose family has 
been in lousiness for 
generations. Has an aerify for 
money and his owr unique set 
of values. 


DAENA 

A young soldieMn'iraming. 
ihE is carrertly locking for 
a way to save a friend in 
trouble. 


PEARL 

A shy and genclE J an;, 
She has a tendency to 
become lost when deep in 
thought. 


El CAD 

A mar with a strong sense 
of justice.' he wil do 
anything to deferd what 
he believes is right. 
Hefignts far the cause g* 
justice with an overbearing 
sense of righteousness. 


OTHER CHARACTERS 


Here are some of the other characters iving in the world of Fa'Oiel. Some may provide you with helpful information. 






[NfPECTOR 

BOYD 


LTL 


Ml$f YUKA 


TEAPO 


REVEREND 

NOUVELLE 


DUE LIE 


MARK 


WATTS 


RACHEL 


PELICAN 


PROFESSOR 

BOMB 









































CREATING ANEW WORLD 




1* Jelect the character's name 

The default name for the main character at the beginnirg of a new ^ame is '70LT To change this name/ select the 
letter type from a list displayed on the left side of the screen. With the directional butter nr eve the cursor to the 
letter screer and press the © button to execute the command A maximum of ten letters can be entered To delete 
letters/ set the cursor to -f and press the © button or ® button. To seed defau c names/ set the cursor to- AUTC 
and press the © button. Move the cursor to <UNDO> and press the © button to restore the default name. When 
selecting the name to be used.- press the © button at <0K!>, 

2* Select the location for lend creation on the World Map 

After the name has beer, se ected. a large area map will be displayed. Press the © bucton to display a 
frame, Move the frame with the directional bucton and select the location for and creatior to take 
place. The © button must be pressed cwice for the command co be executed, Depending on the 
location of the frame,' Some sections may not be suited for land creation - be aware of these a’eas, 

(See right). 

3, Determine the positron of your Home 

Orce the location for lard creation has been determined,- the land creation process is next. Use the Mailbox to- determine whereto 
position Home. For details concerning the lard creation operation.' see page 5. Home may not be placed in the ocean. 




Light areas are UK 

If the area wihin the frame is the 
same color as the surrondirg areas' 
it is pcsside r ja incorporate this area 
into che Wcrl d Map. 

Dark areas w:n't work 

Areas in which there is dcg rrjch 
water or dark areas wihin the frame 
are ret sjicade. 



4 The adventure begins at Home 

When Home appears/ the prologue will begin.' explaining the baccg’ound of the story, After the prologue/ the game p ay begins at 
Home, At Homer the p aver can do things like save the game.' care for pets.' and create weapons, 

LOAD GAME? Continuing the game from saved data 



When ^load -Game> is selected.' the screer, will switch to the Loading Screen, After selecting the MEMORY CARD slot by pressing 
the directional bucton LEFT/RIGHI- se act the saved data by p'essing the directional button UP/DQWN, The play time,- character 
name.' saved land name/ ard data order is disp'ayed on the bottom portion of the screen. Press the© button co resume the game 
from the selected saved data, 

lave and Continue 

To saver press the © button while standing nea" a Save Point. After se ectirg <5ave>/ the screen will switch to the Save Screen, 
After selecting the M.EMQRY CARD and Save Slot to save the data.- press the © butcon. Even if the who e party is defeatedr it is 
still possible to try again. 

Save Points! In. front of the bed on the second story of Home, In front of the Save Point or. the Field Maps, At Miss Yucas Inn in 
the town of Demira, 




PLAYING THE GAME L.7 


Legend of Mana allows the player to structure the World ,Mep freely chrough the lend creation system, In order to advance the gamer 
the player must dear various events and gein new locations on the 'World Map, Examine various locations and build a unique world. 


MOVEMENT METHOD! Between Lands & Inside Towns 


The following three screens are used for movement. From the location chat the player has created on the Wc d Map.- the p aver enters the Field M.ao 
and has the aoi'ity to move freely. The Town Map is disp'ayed when the player enters a town. The playe* is able to move between ands at all times 
except during forced events. 


MAP SCREENS 



World Map Town Map 

On the World Map# ttie pliryer may When the character enters a location from the 

move berweer created locate ns, World Map,- the Town Map is displayed. The dots 

on the reads Chat extend through the town are 
different locations within the town. The directional 
bjtbn will move the character on this map. 


Field Map 

When the character moves onto a blue dot or the Tcwr Map/ 
he or she will enter that location and the screer will change to the 
Field Map, where town Iccoons such as shops and other buildings 
nav be entered. Most of the game takes place on the Field Map 
(or Field)/ from character interactions to enemy encounters. 


Horn? and durgeons have no Town Maps. 



COLLECTING INFORMATION! Collecting Information & Events 

Towns and dungeons exist on che Field. In towns/ there a'e many types of residents, ard if the player stands in front of 
them ard presses the © button/ they will begin a conversation. Everts may occur depending on answers se ected during 
the conversation. At other times,- events may occur just by entering a particular location. While there area number of 
important events that must be comp eted before reacting the ending/ ft is net necessa'y to finish every event. 


[itroductrei bo Fa'&kfs species Vol< II 
(fproutfiogs) 


Little creatures that seem co appear out of nowhere 
ar.d end up living in any town, They at share the 
seme mind with each other. 








































The Land Creatior. System involves strategically p acing artifacts (see below) on the World Map: thereby forming new lands and creating the world chat 
the game takes place in. The story unfolds as new lands are created, 

LAND CREATION PROCESS PLACING ARTIFACTS ON THE WORLD MAP 


1) Obtain Artifacts 

The first step in the land creation process is to obtain mysterious items ca led artifacts. Artifacts may be obtained through 
talking to townsfolk: comp eting events: and other accomplishments. The absolute number is not certain - obtain as many 
as possible, Goen the "items" section of the Menu screen to check artifacts, you have acquired. 



Artifacts with Ancient Power 

Artifacts are crafted works of art holding strange powers: created by wise ancients long ago. They are 
repositories of the lards long-forgotten memories and the many everts that once took p ace there, 
The lost memories come to life when the power of the artifact is re eased, 

2) felect the location to Place the Artifacts JO 



To place an artifact on the World .Map.- press the © button to move the cursor to the artifact selection wheel, If more 
than ore artifact is possessed: select an artifact by pressing the directioral button LEFT/RIGHT and confirm fcheseection 
by pressing the © button, ITo cancel: press the ® buccon). After se acting an artifact and considering the Mana Level of 
the lands nearby* select where to position the artifact with the directional button. An artifact may only be placed in areas 
where the World Mao is highlighted. After selecting a space: press the © button to finalize the selection, Press the 
SELECT button to call up a He p Screen that shows the basics of this operation. 




I) Place the Artifacts and Create Mew lands 

After the location tor an artifact has been determined, its sealed memories a’e released: and a new land will aopear, 

Once a new land has been created: it is not possible to sea it again: so it is important to- eva'uate the situation before 
p acirg ar, artifact, To move between ands: select the land to move to with the directional button and press the® buccon 
to execute the command. 


4) Continue the Journey Upon Entering New Lands 

Once you have arrived at a different land: you can enter it by pressing the © button The screen will change according to 
location’ if the location is a town,: the screen will charge to a Town Map: ard if the Iccafcior is a dungeon: the screen will 
change to a Field Map, Tte calender in the upoer right-hard corner of the screen advances ore day for each space you 
move. Each day of the week is related co the power of magic and to certain events - remember to check them 
when necessary. 



LA N!> (REA TION SYSTEM i? 


Ir the world of Fa'Diel: the Lard Creation, System,- World .Map: Mana levels: and spirits are al related, Read or to Find out how,,. 

POINT It MANA & SPIRITS HAVE EIGHT DIFFERENT ELEMENTS 

Mana is the source of a I life and has eight elements: each of which is ruled by a spirit. The world is fi led with Mara: but the concentration tends to 
differ between locations* locations where the M.ara level is high for a certain element affects the same e ament in locations nearby, 'When entering a 
lard: if the p ayer is lucky: the spirit of the e emer.ts which are a part of that land may make ar appearance, 


SPIRIT* & THEIR CHARACTERISTICS 




Wisp ■ ‘'Spirit of Light' 
fchai lighters the world and 
governs sacred light. 



Salamander ■ "Spirit a f Fire" 
that is able to manipulate 
scorchirg fine. 



Shade * "Spirit of Darkness" 
that ravers the land with 
templets da r kness. 



Ann me '"Spirit of the Land" 
that protects the land. 



Dryad J "Spirit of tte Trees' 
that governs the strength of 
trees. 



Jinn * "Spirit cf the Wind" 
that controls the weather. 



Aura - "Spirit Gold": 
the master $ all elements 
produced. 


Und ine * "Spirit g^ Water" 
that b the source of life. 


POINT 21 KEEP THE MANA LEVEL IN MIND 

Ths Mana of the newly formed lard gives neighboring lands the power of Mana: and it has the ability co charge the 
Mana Level according to the elements (4 stages: from G co 5), The Mana level of the land highlighted by the cursor 
will be shown in the bottom eft corner of the map, Use the directional bucten co switch the elements of the Mana being 
checked. The overall Mara level may be checked by pressing the 0 button. 



POINT IT THE RELATIONfHIP BETWEEN ARTIFACTS & LAND 


The lard that appears when the artifact is released has already been decided, Each artifact has one memory sealed within it. 


■ 





Introduction to Fa'Diel s species VoU 
I Faeries) 


Deepfy love nature and dislike humans. 

Rut they are still interested in what humars 
are up to, 















































USING THE MENU SCREEN 



Status 

page IQ 

Items 

page 12 

Config 

page 14 

Event List 

page 14 

Return 

page IS 


is 


On the Field Map,' twitch to the Menu Screen by pressing the START or {■) button* Menu headings are dfispSayed 
on the left hand side, Each heading is displayed below, 

STATU! -1 Status + Equip + Ability/Tec hniqiie/Magicl 

Here, a character's status may be checked: squipmens: changed: and AoiEities confirmed. Switch between 
screens with the L1/R1 button, 

♦STATUS: Checking the Status of the Mein Character 

It is possiole co check the current condition of the main character. Set the cursor to the characters face icon and press the © butcon or the right 
directional button to move the cursor to the right hand side. Two icons a so become available: "EQUIP" and "SKILL" which are described below, 

l Portrait 
£, Name 

3, Level 

4, Hit Points - damage the character can take, 

5, Experience Points necessary to reach the next level 

6, Parameters 

7, Synchronized effects during battle 




Status Windows for NPCs & Pet Monsters 

When the main character's party incudes NPCs (Non-Player Characters): pet monsters: or Go ems: a new menu ba - will appear 
in the left hand column under the main character's portrait. The status of other party members can be checked in the same 
manner as the main character, It is possible to change the names of pets ard Go ems. 


♦EQUIP: Equipping Weapons & Armor 

The character is ab e to equ : p different types of weapons and armor. After weapons and armor have been purchased or created: they must be equ'pped 
before they can be used. To open the equipment window: move the cursor to the right: select the weapons or armor ard press the © button, Please 
refer to the following section regarding other operations, * - -- 

1, Weapon currently equipped *4lT^~*** ~ ^ ^ 

L Attack power of the equ'pped weapon 

3, Armor currently equipped 

4, Total value for each defensive item 





USING THE MENU SCREEN ill 


'Equipment Window Commands 


Equip- Th i coirmard al cws the character to change ttiE items Kiev tiave equipped. To esjip am item, select the item to be charged 
oy pressing the dlrecciora bicttor UP/DOWN (change options with She !■) subon) end ther press the © butter. If this is ttiE item 
the player intends tic charge: ttiE player mas: set He cursor to <Charge> ard press the © butter once again. 

Auto'telect - This commend automatically equips an item stranger than the selected item. 

Total *Autn ♦ This coirmard automatically selects the strergest weapon and armor icems in your irvertory. 

Status J The coirmard al cws Lie status of the selected item to be checked, (see page 13) 

Remove J This command removes equipped items. Or;e a weapon has beer unequipped: all associate: Special Techniques that have 
seer preset will be canoe ed. Re sec all Special Techniques for thE rewly equipped weapon. 



♦SKILL: Adjusting Button Configurations j© 

Each butcon can be customized with a different action for battle. Move the cursor to the right side: select the button co 
change with the directional button ard © button: select the action to assign from the list that appears: and then press 
the © bettor to confirm. Please see below regarding other ope’ations. 

Setting Abilities 

Abi ities refer to actions taken during battle,- such as jumping or spinning, Select the ability by pressing the directional butcon 
LIP/DQWN ard press the © button to execute the command. Up to two abilities may be set, 

Setting Special Techniques/Magic 

Special Techniques and mag': are set to the R !■ R2: L1: and L£ buttons, Se ed the button to set and press the © bettor, After 
seleccing a Special Technique or magic from the menu that appears: a list of each chat are avai able will be displayed. Make a selection 
by pressing the directional bucton UP/DOWN and confirm it by pressing the© button. 




'The action butters that car be distributed among abilities: special attacks.- ard magic can be freely intercharged 
with the "Config" opcion described or page 14, 


Intnductwn to Fa'Diels species Vol, It 
(Pirate Penguins) 


Penguins that have the tendency to tell sil’y 
joces a little too often. Extremely proud of 
the fact that they are pirates' though they 
don't seem to act like pirates very often. 


J>3 


















































W J3& USING THE MENU SCREEN 


MENU SCREEN ICONS 



Status rears - These icons are used on the Status Screens of characters.- weapons,' armor; and instruments* Elements corresponding tc each status 
have no effect or Mara Level 




Power J A'f ecs the destructive 
power cf heavy weapons chat 
require strength. 

HP " Represents basic physical 
power, afreets resistance to 
poison. 



Ikills * Affects the destructive 
power of weapons that require 
great lerterityL 



Spirit - Affecs resistance co a 
monsters status magic. 



defense - Afreets che 
resistance co pnysical atcadcs 
from monsters. 



Magic * Affects the resistance 
to the nagic attacks tha: 
monsters jse. 


Charm * Averts the success 
rate of the character's own 
status magical power. 



Lutlc* Averts the appearance 
rate if treasure chests within 
the dungeons. 


Elemental Essence [tons - These icons are used on the Status Screens of pet monsters.' weapons; armor; ard instruments. The elemental 
essences are added mostly to instrumental magic since such mag e directly receives the effects of each element. 




4 ! 


light - A lighc elemental essence 
level that Wisp possesses. 


Frre * A fire elemental essence 
level that averts the destructive 
power cf Salamander. 


■ 

Darkness * A darkness 
elenemal essence of which 

Shade is very much a pant. 

Aj 

Earth * An earh elemental 
essence level with the power of 
thE land; governed by Gnome. 



at 


Tree * A dee elemental 
essence level tha: is blessed by 
Dryad. 

Wind ' A wind elementa 
essence level tha: can absorb 
the power of Jinn. 


% 


Gold * A gold elemental 
essence level with the power 
of Aura. 



Water J A v,aier elemental 
essence level that has thE 
power of Undine, 


Defense Icons - These icons are used en the Status Screens of a'mor and character equ'pmant. 



ttrrkes J Defense power that 
counters hits from mnsrers. 



Hash J Defense power that 
counters slash attacks from 
monsters. 



Pierce ' Defense power that 
counters, thrust attacks from 
monsters. 



Magic * Defense power that 
counters magic attacks from 
monsters. 


ITEM! {Items + Weapons + Armor + Instruments + Artifacts) 

tome inventory items are components for weapons and instruments* They can be categorized under weapons armor; instruments, ard artifacts. 
If the player sets the cureer to the item icons and presses the © button; each type of icon will be displayed. If the cursor is set to each icon and 
the© bettor is pressed twice; the cursor will move co the right, 

’ITEM! Checking Items 

The items the character possesses can be checked here. The details of each item will be displayed if the cursor 
is set alorgside the icons with the directioral button, Pages can be skipped with the L1/R1 bettor. Four 
icons also become available; "WEAPON* 1 ; “ARMOR*, "INST*, and "ARTIFACT' 1 ; which are described be ow. 

The amount of money possessed by the party is displayed at the bottom right hand corner of the screen. 



USING THE MENU SCREEN 



♦Weapons! Checking the Elements & flatus of Weapons 

Move the:„rsor by pressing the direction button UP/DCWN; select a weapon; and press the © button co check a weapon. 
To organize the weapon list, first mark the weapon you want to move with the © button. Move the arson to another 
weapon and press the © button again, to switch entries. Pressing the i® button disp ays data such as parameter bonuses; 
Plunge Attacks, elementa' levels; and elementa essences. 




♦Annor* Checking the Elements & Status of Armor 


The operation is similar to the weapon menu. Pressing the i® button disp ays defense bonuses; elemental defense bonuses; and 
status abnormality defense bonuses. At the top of the armor list; defense power re ative to monster attacks, such as "strike" and 
"slash* will be displayed, There are 12 types of armor; starting with shields and helmets; armor., batons; mail; and accessories. 


ftatin of Each Armor 

Like weapons; the names of amir 
nay also be charged. Elemental 
De'rense levels and status 
abrcrmalides will be displayed 
through icons. 



Details, cf Each Armor Ip 21) 

Check the borases' elemental 
level; and mystic powers o f the 
armor. Switch armor with the 
L m2 buttons. 
















































































































W 14 USING THE MENU SCREEN 


* Instruments: Checking the Elemental Essences & Status of Instruments J0 



The operation is similar to the weapon menu. Pressing the ® button disp ays the elemental level and magidthe magic name or top.- followed by spirit 
•and target area), The destructive power of the magic will also be displayed in the upper right hand corner of the list. There are eight elements for the 
following four types of instruments; 


♦Harp 

♦Flute 

♦Drum 

♦Marimba 


flatus cf Each Intrurrs’it (p 12) 

The narre the instrument ran be 
changed as with wee pens. The 
destructive power of snagi:,' the 
magic of the instrument' spirits 
that protect the instrument and 
the negit route can be checked. 



-> 

- 




Details of Each Iitstrument tp2I) 

The semises of the instrument' 
elemental levelc ard mystic powers 
can be checked. Switch instruments 
with Hie L2/R2 buttons. 



♦Artifacts: Reacting the Artifact List 

It is possible to examine obtained artifacts. The characteristics cf an artifact wil be disp ayed or. the bottom of the 
screen, whan the cursor is set to the artifact by pressing the direction a! button UP/DOWN. A check mark will aopear to 
the left of the name of artifacts that have already been used to create lands, Skip pages by pressing the L1/R1 buttons* 


EVENT LHTt Displays Events in a List Format 

Here.' a list of everts that haw occurred can be viewed. The event names that have a round yellow icon rejet to them haw 
already been completed, When new artifacts cannot be obtained.' check the event list and afcfcempc to finish an event that 
has rot yet been completed. 


GAME ENVIRONMENT! Setting the Gama Environment 

When charging the sound setting.' select STEREO or MONO by pressing the directional button LEFT/RlGHIr ard press 
the© bitter to execute the command, Select vibration functior QN/CFF by pressing the directional button 
LEFT/RIGHT and press the © outran to execute. At the bottom right hand corner of the screeru the pay time is 
displayed, 





♦tonfig: Adjusting Game lettings & Button Positions for Battle 

This icon lets the player cusramiie sound ard controller options ard change button functions for batt e. The “BUTTON* 4 icon also becomes avai able and 
will be discussed below, 


USING THE MENU SCREEN LlS 


♦Buttort letting the Action/Attack Button Positions 

Charge button functions in this menu by swapping che position of the buttons, After moving the cursor to the righc 
side,' select the bucran to be switched by pressing the directioral butran UP/DOWN and press the © button. Mow the 
cursor to the butran that wi I swap positions with the selected one and press the © buttor to complete the process. 

If the © bettor is pressed at this time.' it is possible to switch the buttons back to the default setting {initial setting), 

RETURN! Close the Menu & Return to the Game 




If the cursor is set to the "Return" icon and the © or ® button is pressed.' the Menu Screen will close. Also,' if the cursor is set to other icons and the 
® button is pressed.- the cursor will automatically move to "Return/ 
































P /<5;. BA TTLE SYSTEM. 



Many different monsters roam the dungeons of Fa'DieL If a wandering monster is encountered while exploring 3 dungeon: battle ensues will be initiated. 


1) Character's face 

2) Synchro energy gem 

3) Hit Paints 

4) Special Technique Meter (Special Techniques are usable when this bar fills up) 

The flow of tattle is explained as follows' 

1) Battle Begins When Monsters Appear 

When monsters appear on the Fie d.- movement becomes restricted.' end the game enters battle mode. The main character and other 
party members will face up a battle stance. When this occurs. the game cannot progress until all the monsters have been defeated, 

2) Defeat Monsters by Continuously Attacking 

Atcack type include normal attacks: Special Techniques: and magic. Watch the movements of the monster and maneuver to avoid 
damage from attacks, 

3) Gems A Money/ Obtaining Items 

Upon defeating monsters.- b ue colored gems: money: and other items appear on the Field, After sometime., the objects will 
disappear.- sc pick up these items as soon as they appear, 

4) Battle Ends With the Display of the Confirmation Screen 

When all monsters have been defeated.- the money and number of gems collected will appear on the screen., notifying the player ttet 
the battle has been comp eted. If NPCs and pets are present: the gems that they have obtained will be added to their respective 
experience points, 

TYPES OF ATTACKS 

*Normal Attack: Attack with an Equipped Weapon 

There are two types of normal attacks, One is the quick attack in which swift attack movements are conducted ore after the other t© button is the 
defat It setting). The other attack is the power attack: which strikes the enemy with ore powerfu b ow f# button is the default setting). In either case: 
if the strikes hit the enemy: the Special Technique Meter at the too of the screen will begin to fill. The function of the butcons can be changed with the 
"Config" option of the Menu Screen (p 14). 








Attack with Quick Attacks 

Although a single strike is not very powerfu: quick attacks a low the p aver to strike continuously. The rate a 
weapon can strike again varies by the weapon type. 


BA TTLE SYSTEM (17 

' i_ a 


Attack with a Power Attack 

This is a sirgle but powerful attack, The only drawback is its slow recovery, 

Ability: Various Actions in Battle jS> 

Abilities refer to j imping, defer ding, lunging, and al other actions that can be performed during tattle. Two of these 
actio ns can be assigned to the controller buttons. In the initial setting: there are eight learned abilities. New aoi ities can 
be acquired by using the abilities: or through the combined use of abilities that have been assigned to the burtons. 

Special Techniques! Attack Methods With immense Destructive Power 




As Action Abilities are used/ Special Techniques can be learned in which one strike is filled with immense destructive power. The techniques 'earned wi 1 
depend on the weapons equipped: and the numper is vast, Special Techniques can be set to each bitten using the Menu Screen (maximum of 4): and 
burton positions car be switched with the Config Menu, Special Techriqc.es may be performed diring battle once the b ue Special Technique Meter 
reaches maximim. To check button assignments diring battle: press the START button to pause the game. When each button is pressed: the techniques 
and ability names will be displayed. 



Action Adilitiesand Specie Techniques 
are assigred fa buttons in the 
Menu Senear. 



When the Special Technique Meter at the 
cop if the screer reacies maximum capacity: 
a Special Technic; ue can be perfarned. 



As abilities are used more frequently: it is 
possible to learn more Special Techniques. 


Status Abnormalities Occur when Struck by Special Attacks from Monsters 

Depending or the morster attacks: there will be instances when status abnormalities will occur during battle (they will recover naturally). 
Some abnormalities a - e introduced below: but there are other abnormalities, that are not listed. 


Name: 

fympfam: 

Poison 

Prevents natural recovery of Hit Pairts. 

Confusion 

Up and dewr cormards: right and left commands will be reversed. 

tleep 

Che raters cannot be cantnalled while asleep: though receiving damage will wake them up. 

Pctrificaticn 

The ciaracters body wil became scene: aid the character cannat he ccitrclled fer same time. 

KO 

When a character's Hit Points are depleted, he ar she will be rendered unconscious. 
















































'/3 BA TTLE SYSTEM 



MAGIC* iummoning the powers of tk Elemental Spirits through instruments. 



Flrsb an instrument mist be purchased in town ard assigned to a button in the Menu Screen. Du’irtg battik while the button is held,- the target area 
becomes visible; and when the button is released; a spirit will appear ard wi I activate the magi:, This magic may be used an infinite number of times 
during batt'e; ard the destructive power of the magic wi I differ according co character ’eve ; type of magical instrument/ ard power* Enchanted 
instruments may be created in the Instrument Workshop {p£Sh 



Magical iistrumeits :ar be 
purchased in the steps 
within towns. 



The oriji: cr the elective range 
depends on tfiE type of magic 
and instrument 



By (ailing the spirits and 
absorbing their power; the placer 
will be anle to use their magic. 


Main Instruments Hr Their Magic 


3 

FfawKarp - This nstrureit 
holds the power of Undine-. A 
half-tkdar target area appears 
and deals damage with bubbles. 

E3 

fiflfdenHarp' This instrument 
holds the power of Aura. A 
haff-circdar target area appears 
ard damages with shrapnel. 


B 


tl 


1HhineFlutc * This inshurent 
holds the p:we r of Wisp. A 
1 half-tircjla r ta r get aua appears 
aid attacks with light. 


FlamcFlute ■ This irstrume-r t 
holds the p:we r of Salamaidev 
A wave :arget area appears and 
engulfs the enemy m flames. 



□ 


fiurtMirimbi ■ This instrument 
holds the power of Jin. A 
random targe: area appears aid 
summons tornadoes. 

WoodMarimba - Tnis instrument 
holds the power of Dryad. A 
donri-lke target area appears 
and attacks by shooting splinters. 


y 

Birth Drum - Thus instrument 
holds the power of Gnome. 

A ta r get area spreads from 
within and actarks with bedrock. 

■ 

Dark Dr urn- This instrument 
holds the power of Shade. A 
targe: area spreads from within; 
erguliig the enemy ir da r kress. 


Play Music for a Spirit Sr Earn Elemental Coins 

In. areas where the Mana level is high; there are times when che patron spirit wi I appear. Upon 
discovering a spirit; an instrument selection screen will appear.- letting the p ayer select instruments 
and p ay a song. If the spirit likes the tune/ it will move closer Move toward the spirit to receive an 
Elements Corn, This is an important item in creating new magica! instruments, 



BA TTLE SYSTEM U9 
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Battling Alongside NPCs; Pet Monsters; and Golems* 4Ek 

Characters such as NPTs; pet monsters; ard Golems car. join you in your adventures* As lorg as the 1? Control Settirg 
are set to Auto Mode (default setting); party members will fight; use Special Techniques; ard cast magic by themselves. 

When a party member's Hit Points are dep’eied. her or she will not be able to move for a certain amount of time, Pet 
monsters and Golems cannot be in the same party together. 

Character Synchronization 

During battle,- there wr! be times when electricity can be seen running between each character's Special Technique Meter, This shows that they are 
undergoing synchronisation. Synchronisation creates helpful effects, Each NPC has different types of synchronisation; sc check the type available in the 
Menu Screen upon formirg a party. 


Main lynchraniiatr&n Types 

HP Recovery 

Speeds up Hit Point recovery. The nail character gives his power. 

Bonus Lucre 

Increases cmirable money a^ter defeating eremies. Niccclo gives this power. 

Attack Gauge PLi 

Fills &E Specie! TECinloue Meter faster. Elazui gives this power. 

Spirit Plus 

Increases spirtua ability. Bud gives this power. 




Introduction to Fa'Diel s species VW ♦ I* 
(Dudbure) 


Diggers who work for Roger's mining 
ousiress, Now they are forced to join his new 
religious activities; with a dog as their lord. 
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BA TTLE *TRA TEC IEf 


Four useful suggestions for battle are given here. Use these as a guide to learning new techniques. 




POINT It Change Weapons fit Attack m Different Ways jffi) 

To become familiar with the various attacks available* equip different types of weapons, In doing so,' the player wil learn 
different variations of Special Techniques and will be ab e to fight at short as well as long range. 





POINT 21 Change Abilities Frequently 

Changeabilities, often to learn new* more sophisticated techniques. 


-■ 



POINT it Learn Plunge Attacks 

Plunge actacks are sophisticated techniques in which cuick attaccs or action abilites are used consecutively.' a lowing the 
character to deal an immense amount of damage. A blue afterimage shows when a plunge atcack is performed, 



POINT 4: Retry with “Continue* 

When all members in your party are out of Hit Points* the continue screen shown to the left will appear. Press the 
© button to take on the challenge again. 



HOME i21 


Home is the main characters base of operations. To the west of this heme lie the Workshops* to the east lies the Monster Corral* ard 
to the south lies the Backyard Orchard, Creation events face p ace in each location. There are three rooms in the Workshops* ard a 
total of five types of creation everts to experience, 


Relationship of Creative Events 


EQUIPMENT SMITH? 


E 


GOLEM LABORATORY I p£4) 


INSTRUMENT WORKSHOP (pH) 



o Create a Ciclen body from weapons and armor 
Strengthen weapons and armor with frurt 
o Color Hie Golem with fruit 

0 Capture baby pet monsters with fruit or use fruit as pet f ccd 


BACKWARD ORCHARD- Ip22) 



MONSTER CORRAL ip22J 





The ftudy on the First Floor 

The room on the right side of the first floor of the house is the study, Stand ir front of the bookshelf 
ard p'ess the © button to view the menu ring. VarioLS books you receive during you adventures can be 
read here. 















































%* HOME 


MONSTER CORRAL? Raise Pats to Taka Along on the Journey j£> 

Upon torrpletinc a specific event; the Monster Co'ra of the Hone will become avalist e for use, When entering this Corral.' 
a nenu ring appears,' making ft possible co raise pet monsters (details below). Normally? pets are captured as eggs and are 
brought to the (orra by Pelican, A maximunr of five pets can be raised at once. The pets wi! undergo several 
transformations and; after completely maturing; wi I be a ole to jofn the party as a member, 




Monster Conal/Llsing the Menu Ring 


Take a Pet 

Select the pet witn the directional button and press the © button twice b have the pet j oin the party. 


Leave hi 

Select this command to remove the pet from the party. 

Feed 

Select the pet witn the directional button and choose the bed to give it from thE food ocx. 

Craze 

Select the pet witn the directional batten and execute. Up to three pecs can be selected. 

tell 

After selecting tine pet. calk witn the owre r of the item shop b reach ar agreement. 

k 

Encytkpedias 

Encyclopedias will be displayed with a menu ring Ip21>, 

Cancel 

Select "Carcel" to exit thE Morster Corral, 

—-i* -—- 

m 

i i 



Quelle explairs now:c 
capiure a monster egg. 



Mature pecs can be raned 
and allowed to graze the lard. 


BACKYARD ORCHARD: Using Trent's Menu 

Once the evert involving the enormous agad tree; Trent.- had beer cleared; fruit can be grown in the orchard on the south side of the Home, To grow 
fruit; talk to Trent and select <Give keds>, Over time? the fruit wil grow and ripen* To gather the ripe fruit; stand in front of the shadow of the 
fruit and press the © button. The fruit may be used in various ways. 


Backyard Ordiard/llsing Trent's Commands 



Cancel 


Erd the conversation with Trent, 


Gw* Seed A seed ring comma rd will appear. Select the seed b give b Trent 

Talk to Him Chat with Trent. 



Wnen seeds are given; the Q rven tine; fruit will grew 

fr jit receives blessirg from ba sen on the type of seed. 

Mana and whll ripen. 


EQUIPMENT SMITHY: Create Original Weapons & Armor 

There are three rooms in the Workshops located to the west side of the Home, One of the rooms is the Equ prrent Smithy, Here? items are used as 
material to create new weapons; and extra or secondary materia’ can be aeded co provide addicior.a effects. Seed the type and items by pressirg the 
directional button UP/I>0WN and pressing the © button, Test a variety of materials in order to create the ultimate weapon. 


Weapon A Armor Creation/Using the Menu Ring 


For ge a Weapo n 

Select a weapon type and mair component. 

Temper a Weapon 

Select a weapon to temper and the secondary material with which b alter. 

Forge Armor 

Select an armor tyoeand mair comporent, m 

Alter Armor 

Select an armor to alter ard tiiE secondary material with which to alter, ■ 

Encyclopedias 

Encyclopedias will he displayed with a menu ring 'Ip21>, 

(arcef 

Select "Cancel" b exit thE Equipment Smithy, 




Upon entering the roam; 
the ring icon will 
automatically appear. 


i -1 




Equipment that has been 
brged or altered can be 
tested outside. 


INSTRUMENT WORKSHOP: Create Powerful Enchanted Instruments j© 

Pre-made enchanted instruments may be purchased in shops. Raw materials car be also collected and eaten to the Instrument Workshop to create an 
original instrument, The creation method is basically the same as equipment; but for musica instruments rtrs necessary to use Elemental Coins, 
Elemental Coins are extremely precious,- so they should be saved and used for creating the ultimate musical instrument* 


Instrument Creation/Ll sing the Menu Ring 


Make in Instrument 

Select the instrument type, materials; ard an Elemental Coir. 

Encyclopedias 

Encyclopedias will be displayed with a menu ring (p21>. 

Cancel! 

Select "Cancel' go exit thE Instrument Workshop. 



obtained by playing music 
br spirits. 



After a musical instrument has 
been completed; the power of 
the spirit which was added 
last will be displayed. 
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HOME 


GOLEM LABORATQRT: Construct a Gdstn and Bring it to Life 



The Golem creation event involve? creating an individual and original mechanism. The body is constricted with equipment. When creating the body/ 
the size of the logic grid is determined by the number of pieces of equipment used, By com hiring logic bocks,' an action pattern is created and co or 
can be added with Fruit, Once all this is done,' the Golem will be compete and can join the party as a member. 


Body Creation/Using the Menu Ring 


Cre-ite Golem 

Select raw materials, to create the Golem's task body. 


Encyclopedia's 

Encyclopedias will be displayed with a menu ring tp21). 

tercel 

Select "Garcel" to exit the Gblerr Lab: rabry. 

Golem (reatien/Lking the Menu Ring 


Take Gotem 

Select the Golem with the directorial burbi ard press Hie © buebr twice to have the Golen join the party. 

Leave Golem 

Select this command to remove Hie Gbleir from the party. 

Lsgic 

Ccnbiie created logic blocks op determine the battle pattern. 

Pairt 

Add cokes by selecting trait 

Discard 

Dispose of the Golem for the raw materials tiat make up the body. 

Encyclopedias 

Encyclopedias will be displayed with a mem rirg (p£1). 

Cancel 

Select "Carcel" to exit the Golen Laboratory, 


Logic Jetting - When selecting "Legit"; the horranta line is distance and the vertical line is the length of the 
attack gaige, After se acting the block.' it may be rotated by pressing the © buccon. 



In the Lab; stard in front 
■of the pedestal aid press 
the © button tc begin. 


Cresting Logic Blocks/llslng the Menu Ring 


Make Blocks 

Select e combination of any two weapons; armor, or masical instruments to form a bbek. 

Block list 

Check tfiE dnaracteriscics of blocks created or arrange hem di'ferertly. 

Encyclopedias 

Encyclopedias will be displayed with a mem rirg (p£1 >. 

Cancel 

Select ' Cancel" to exit the Golem Laboratory. 



THE CACTUi DIARIES 

Lil Cactus can be found on the left side of the 2nd floor of the Home, He will not talk until certain everts have beer, 
completed, After havirg a friendly chart with the Lil Cactus,' try to find the Cactus Diaries and see what lie wrote about 
yoir adventures, 


HELPFUL HINTS & 


The following points of advice will assist in advancing and getting the most out of the game. 



In this gamer it is possible to have another main character appear as a second player. To do this: visit the 
church in the town of Domina and talk with Nouvelle* After selecting < About Using 25» under the “About 
battle" headirg: follow the message hints and go to the empty building in the Center of Domina, No NFCs can 
be in the party. Press the © button when standing in front of the doon- ar.d select the data you wart to load 
f rom the MEMORY CARD, The second main character will join your party in a different color than the existing 
main character, 

NOTE: Main characters with the same data cannot be summoned. In order to save second player data and go 
separate ways; stand in front of the stack door again ard press the © button twice, Select the slot from which second 
player data was loaded and the second player data (experience points and levels) is automatical^ saved: and the two 
main characters can separate from one another, 


HINT I! CHANGE SETTING TO ALLOW TWO SIMULTANEOUS PLATERS 



In addition to saving at an Inns front desk and other save points: it is also possible to set the game to a low 
two players to play simultaneously. Stand in fronc of the Save Point and press the © button* Set the cursor to 
<2P Concrol> and press the © button* When the setting window ober.s; select the mode by pressing the 
directional button UP/DOWN and press the © bu tton again to execute the selection, 

























































26 - HELPFUL HINTS 


HINT 4: A MYfTERIOUf ALLY WILL HELP YOU 


Ac some point in the jeurr^y.- a mysterious giant creature by the name of Boink may be ercouncered. 
Be in-etas special powers.- ard those who talc to the creature wi I be transported to another 'ocation. 
Use this shortcut to you - advantage - it will prove to be very useful in moving Forwa - d quickly. 



HINT s: MINI EVENT! CAN TAKE PLACE ANYWHERE 


tn addition to the events that move the story forward,' there are other everts to exuerier.ee,- such as 
raising pets or treating weapons. There are also various mini-ever.ts in which it is possible to use a 
friends saved data, Feel free to investigate al options - its you - world,' after all. 



_ 


HINT a: BENEFITS AFTER COMPLETING THE GAME 


Once the the game has been p ayed co its end.' play agair to fcace advantage of special barefits, Saved 
data can be continued., and abilities,' Special Techriauesr pets.- Golems,, Encyclopedias; etc, can be carried 
over to the new game, Play more then or.ee co get the most out of the world of Fa'DieL 





Jo purchase the 8radyGAMES Legend of Mana™ Official 
Strategy Guide, visit your local electronics, hook,■ or software 
retailer or order the book via the weh at mmbradygames.com 


www.squaresGft.cpni 
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TAKE YOVR GAME FURTHER 


www. brariyga mes.com 


Where is the mana tree? 
'what happened to this 

ONCE BEAUTIFUL WORLD? 

Solve these mysteries and more with the BradyGAMFS 
Legend of Mana™ Official Strategy Guide. 

Find and complete every side guest and explore 
the walkthrough and bestiary sections to 
carry out every mission and rebuild Fa'Diet. 


ISSN 1-56686-986-2 
UPC 7-52073-86986-1 
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LIMITED WARRANTY/GAME TIPS .\25J 


Far £ period =‘ ninety 9D' days Fran the dele e? purchase Sqja-e E estron : Ads L L C. .5GEA vv= rents to re criminal aL-cnaser g* ths £D5A 
soflv,are product lhat She nr*a um or ■ "itoh this compulsr program ?s recanted sfree from da'ecls in materia s and wertmansh p SOEA ai'eee 
tor a r-eriQG of n r*1y (9D) days rear. -he c«Je o : purchase to c rher -*pat - or rep si its 33 : ion free of chare-; ary SQEA software product 
that roes rot rre=1the 2 tu.? Aarranty, postage 221 c *viiti prextf u‘ purchase Th s •.varranty is no: app : 2 c e to normel .vear ard tea - Th 5 
warranty sha not be apph-aabte and shall be -/c d f me defect t she SQEA scflv.-.re Dfaduct res ? J ser ihtoLg- abuse, treasonable use 
mfstittHtment o r neglect 

LIMITATIONS - The above warranty is r leu c 4 a l ctner .' anrarlies. anc no other reareseriatiors or ciainrts or any nature sha l ra binding on or 
obligate SOEA AMY IMPLIED V.'A9RAMIES APPLICABLE TC THSS SOFT.VARE PRODUCT riCUD NG WARRANTIES OF f 1 'ERCHANTA5!UTY 
COURSE CF DEALING l\ MADE A\D FI"NESS FOR A ^ARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (9D) DAY PERIOD DESCRIBED 1 
ABOVE NO EVENT W _L SQEA BE ^1 AE_E FOR ANY SPECIAL MCI DENTAL, OR CONSEQUENTIAL DAMAGES 9E5L Ml KG FROM 
POSSESSION USE OR MALFUNCTION OF TH S SQEA SOFTWARE PRODUCT Sc-ne stales do rat altov limtat t>ns as to ho/, ic-ng an implied 
.arranty asto and/qr fiKClLiidri 3 _ mstatiohs of irz derlal or ccn5e-=Ler: al damages sc the ebone iTiifatic-rs arst-'or exclus zns of; at ty may 
rot app y to you. This '.arranty g|- ( « you sp-setf a rights, arc you may also have oihen rights that vary from state to state 

NOTICE - Th 5 rnarua and me software descr ted in 1h 3 rr=--£ are ccpyrigrted A.li ngh-ts ir ih= mar.al end the soft; are are -^served No cart 
o f th.s manual ar tns described saft^vare may be coped reproduced f r a r slaied or reduced to any eszjranic rred u-n or macfiine-reacat s form 
•dlhoti the poor mitten consenl c F SCEA. "ne dserit'Sd software ray rd: he re - .e r 5« erglnaerec. decompiled or otherwise d sassemWed 

RETURNS WITHIN 90 DAY WARRANTY PERIOD - To replace defect ve red a ..it"in tie 90-day warranty period, sre the defective media, a 
==!■;.' of the o' g re se es receipt a return address, e - c e sra! rcle cescibirg the t;'" pl ■ es you a _ e experiencing to E ectrcmi Arts Customer 
Warranty PO Box 9025, Redr.oaaC ty Ci 9^065-9025. II you have warranty questions, you can disc- cartae: Customer Warranty at 
(65G) 628-1900. f jn =650. 62B-8999 Hours of operation f/onday - Friday. £ 30am. ' 4 -S&mj.nc Ipr ■ J 30pm Pac Ftc Stardard T ms. 

RETURNS AFTER WARRANTY - Tc rejjfa:a de'Ktr.fi media afti' the n re;y (.90) day warranly period has expired, sene the org rai CD to the 
Electronic Arts address above Ere ose 2 statement of t? defect your name your return address ard a cfsc* or money orde: tor 5 "5, 

REPLACEMENT MEDIA - The above provisions app y to any rep acement meoa or software provided by SQEA hereurde' tc udl ng tne above 
. .arrim es ard lirr :a‘ ins 

TECHNICAL SUPPORT - For techr ce support ouesti^-s ycu can ca (7T4) 428-0599 Representatives are ava laofe Ktoncey-Fr day Bam - 5pm 
Pach-i Stsncl£rd p:-ne 


SQUARESOFT GAME TIPS 

Game Tips arc available tor ai SQUARESOFT PlayStation h: es 

u.s 1-900-407-KLUE (1 -900-407-S583) S 95/’mlrt Automated Tips, ST.2Eyrrtn. Live Assistance. 

Cans da: 1-900-451-KLUE (1-900-451-5583) Si .50/min, Automated T ps only 

sun act to change Cal ers under "8 yea^s. c z age mus! ab'a n perm ssicr from a parent or guardian before cel ng. 
Garre tips are available tor callers wiihin the u 5. and Canada only Toucmione phonereqL rco u.e assistance is ava :ab e 
tor SQUARESOFT m es put^ seed on ihe PlayStailon game console only Game counse ors ara avsilab a Monday-Frlday 
San - 5cm. Pacific Standard Time Automaied support is available 24 hou'S a day, 7 days a week 

SQUARESOFT Online 

Shoe online or register Tor upcoming sweepstakes, prizes and mere a: v«w-v sqjaresoft com' 





